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Contact people with 
e-mail, IRC, ICQ, AIM, and 
whatever resources you 
feel appropriate. And lets 
not forget good, 
old-fashioned leqwork: walk 
around town and let 

people know about your 
event directly from you. 
Plan to announce your 
event several days before 
it occursperhaps even 

more than once, such as 
one full week before, two 
days before, and 12 hours 
before, for a large, 
one-time-only event. 
Smaller or weekly events 
may do well with only one 
announcement a day or 

two beforehand. 

Barkeeps: Players now 

have the barkeep to 

assist them in their 
events. Players can 
program their barkeeps 
with up to four 

paragraphs of text, one 
which will be called out 
whenever someone drops 

any amount of gold on it, 
and the remaining three 
when anyone says the 
related keyword(s) nearby. 
Theyll also announce any 
recent official Scenario 
news if someone says 

news to them. 

Every barkeep will respond 


to the word news, and to 
a tip; these can work in 
your favor. You can 
include some event-based 
facts in barkeep phrases, 
as well as hint to players 
about some of the 

barkeeps other keywords. 
For example: 

Player: news 


Barkeep: [scenario 
message, and] Well, 
theres also the 
TOURNAMENT this 
Sunday, the 4th at 7pm 
by the Eastern Sky. 


Player: (gives the barkeep 
a tip) 


Barkeep: Thank you very 
much! Ill just add this to 
the PRIZE for the 
TOURNAMENT on the 4th. 


Player: tournament 


Barkeep: We hold a fight 
night every Sunday. 
Theres more NEWS at 
www. yourdomain.com 


Player: prize 


Barkeep: Well be giving 
away 10,000 gold to the 
winner of the 

TOURNAMENT 

In the example above, 
note that each phrase 
includes at least one 
keyword hint for players 
who may be looking to 
learn more about the 
event. 

Here are some other 
examples: 

rules: No magery will be 


allowed in the CONTEST, 
otherwise anything goes. 
event: Youre welcome to 
join our TOWN Meeting, 
the first Tuesday of 
every month. 

[the barkeeps name]: I 
cant place your face, 
friend, but we get a lot 
of strangers here since 
the MURDER. 

[the name of the 
building]: Yup, thats 
where you are. You 
looking for the OWNER, 
that lazy bum? 

Books: If you think 
participants may have not 
seen any announcements, 
or information beyond 
what the barkeep 
provides, consider locking 
down a book or books in 
your house. Remember: 
players cant write in 
locked down purple books, 
so they might be good 

for displaying a schedule, 
rules, or contact 
information. However, 
players can write in 
locked-down brown books, 
so they are great to use 
as guestbooks or as a 
place where people can 
post questions. 

15 minutes before: 
Helpers should probably be 
available and ready at 
least 15 minutes before 
most events starting 
times. This may mean 
being in a related 
Internet chat, or their 
characters should be in 
certain in-game locations, 
or both. Some 
magery-based characters 
might need to begin 


casting magical Gates in 
key, well-known and 
high-trafficked locations, 
to help bring in a larger 
audience. 

You could chat with 
players who show up early 
for your event. Dont 
forget, its never too 
early to promote your 
next event. ;) Give out 
food to your quests. 
Start getting a headcount 
of participants, and 
consider if you need to 
make any last minute 
adjustments to the scale 
of your event based on 
how many people show up. 


Event Management 


Each event will be a 
unique situation, and there 
can be numerous 

variations even in those 
that are similar, but here 
are a few thoughts about 
some circumstances that 
may be common to a 

great many of them. 

So, let's start by 
presuming your staff is 
all in place-they're gating 
& leading people to the 
event location, and 
greeting those who show 

up on their own. Your 
helpers are clear on the 
rules, know how the event 
is going to proceed, and 
have all the resources 
they need. It's time to 
start the show. 
Screenshots: Don't forget, 
right from the start, you 
or one of your helpers 
could be taking 
screenshots of the people 


beforehand, the crowds 
during, and, of course, of 
the big finale. 

Not only will it be nice 
for your personal 
scrapbook, but one or 

two of these images will 
help sweeten the look of 
your post-event news 
item. Some good pictures 
would be the moment a 
participant has won a 
contest, or any 
particularly dramatic 
moment that might have 
occurred. 
Behind-the-scenes 
connections: You and your 
helpers may need a level 
of communication beyond 
normal in-game talking or 
party chatting. Consider 
having an IRC or ICQ 

chat up and running 
before the event begins, 
and possibly track each 
other's whereabouts with 
UOAM . 

Low turnout: Don't worry 
if only a few people show 
up to your event. There's 
nothing wrong with playing 
out a small plot for four 
people, or having a 
tournament for a handful 
of combatants. 

Sometimes, this can work 
in your favor, as low 
turnouts can often allow 
you to focus more on 

the event and your small 
group, as opposed to 
crowd control and making 
sure several dozen (or 
several hundred!) people 
are happy. Having 10 
people happy to show up 
to all your events is 
better than having 50 


people who never care to 
return. 

Pre-event mingling: You 
or your helpers could 
start by meandering 
through the crowd just 
prior to the event, 
setting the tone ona 
one-on-one level with your 
growing audience. If your 
event is to be 
reoccurring, consider 
giving out free runes to 
your location to those 
who showed up early. 

Have some food available, 
especially if the event 
may involve combat and 
health level is of 
importance. 

Make pre-event 
announcements: Give people 
around 5 minutes or so 

to show up late and get 
settled, and then ask for 
everyones attention. This 
is your opportunity to 
introduce yourself and 
your event team, briey 
describe what's about to 
happen, and-perhaps most 
importantly-to go over 
the rules and goals of 
the event. 

You can also take the 
opportunity to introduce 
your helpers. If you have 
a small handful, you could 
introduce them by name. 
If they will be wearing 
special clothing, try to 
describe what they will 
look like. If they are all 
part of a quild, let he 
audience know which guild 
and abbreviation. 

If you're offering free 
food, repairs, 
resurrections, or any 


other collateral service, 
make sure to mention 

that as well. 

Example #1: If you're 
introducing a role-played 
quest, you might begin by 
stumbling into town, 
describe (in-character) 
only the most crucial 
background elements, and 
then be very obvious as 
to what would make the 
quest a "success" or 
"failure" before leading 
the adventurers into 
danger. 

"I called for help and so 
many of you brave heroes 
have come! I am Fitzhue 
the merchant, and my 
daughter, Eloise, has been 
kidnapped by my rival, 
Naedion! I can offer gold 
to anyone who rescues 
Eloise! Be careful: 
Naedion's minions wear 
yellow wizard hats and 
yellow cloaks, and will be 
trying to kill us before 
we rescue Eloise!” 


lowe deed Continued in Book 4 


